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BULGY EYEBALLS AND FREAKISH 
OVERBITES: AN INTRODUCTION 


‘ve been a drawer of curves and ovals and squiggly lines for about as long as | can remember. | can even pinpoint the moment when 
my fate as a lifelong compulsive doodler was sealed: the first day of the first grade. That’s when | began to draw, and draw and 
draw and draw, on whatever surface and with whatever tool | had handy. Why? Because | found school so unbelievably boring that 
| had to do something—anything—to keep myself from going out of my mind. 


Eventually, those crude grade-school scribbles grew more polished and refined, resulting in that crude grown-up cartoon powerhouse we 
all love and worship, “The Simpsons.” And today, “The Simpsons” remains part of a special but disappearing art form: two-dimensional 
hand-drawn animation, with heavy emphasis on large heads, beard lines, and comical flab. 


Back in 1993, we put together Cartooning with the Simpsons, the inspiration for this monumental instructional art tome. But as great as the 
original work was, it looks like a bootleg coloring book for little babies compared to this big ol’ brick. Check out the gatefolds and tracing 
paper overlays, the oodles and oodles of Simpsons characters, including Milhouse, and the highly professional tips and tricks from the ani- 
mators who have toiled on the show till they have weird little skin grooves where they hold their pencils. | assure you that if you practice 
hard and long enough, you too can develop your own special little skin grooves. 


I’ve got lots of cartooning advice, if you can stop drawing for a second and pay attention: Keep things simple. (You can convey space, motion, 
and feeling with surprisingly few lines.) Save your stuff. (Don’t let your mom or stepmom throw it out.) Always finish what you’re working 
on, (There’s nothing like completing a full story.) Go ahead and copy other styles. (But don’t just stick to one.) Check out the original 
artwork of cartoonists and artists you dig. (Pros do make mistakes, but you have to see the originals to learn how they fixed them.) And 
finally (here’s the tough one): Be original! (Keep practicing, develop your own style, and try to surprise yourself.) 


This book is full of rules about how to draw the Simpsons characters, and those rules have made it possible for thousands of artists 
(pencillers, cleaner-uppers, eraser-monkeys, inkers, in-between-the-liners, crayonists, colorizers, mouse-clickers, and magical elves) to draw 
the Simpsons pretty much the same way. This process has taken us years to get right. But when | started drawing Bart, Lisa, Homer, Marge, 
and Maggie for the first time, there was no “right” way to draw them. | had tried, and failed, to draw like the slick professional artists I'd 
admired. So | gave up trying to be a drawing master and went back to doodling freakish humanoids with no chins. 


For me, that was when the fun began. 


Your pal, 


MAIT GR0ENING 


Welcome to the world of cartooning...“Simpsons”-style! Before you roll up your sleeves and start getting 
your hands dirty, you'll need a few supplies. Here are some essential items, plus some fancy extras if you feel like pampering yourself. 


Pencils Q— A standard #2 will work fine, but art pencils come in many varieties, from very soft lead (for a dark line) to very hard lead (for a light 
line). Pick the one that suits you best. Also, you'll notice that much of the rough sketching in this book is done with a light color pencil. Then the final 
line is put in with a darker lead pencil. You may want to try some of the many color pencils available and find a brand that you like. 


For a sharp drawing, you'll need a sharp pencil. For that you'll need a Pencil Sharpener @. You can splurge and get a cool, noisy electric model, 
or economize with one of the hand-crank variety. You might also want to pick up a small portable hand-held sharpener for when you're drawing on 
the go. 


Erasers @— It’s good to have a plastic eraser such as a Staedtler Mars for eradicating unwanted darker lines, and a kneaded eraser for getting 
tid of softer lines and removing dirt and smudges from your paper. 


Speaking of Paper @P, you'll need some of that, too. It'll keep you from drawing all over your walls. Any paper will do for practice, even a paper 
bag. But you may want a good drawing paper, layout bond or bristol board, for your more finished drawings. 


Pens @-— In animation, the tight pencil drawings are scanned directly, but for printing purposes, a finished ink line is necessary. “Simpsons” comic 
books, calendars, merchandise art, etc., all require inking over the finished pencil drawings. Most “Simpsons” artists use a Rapidograph technical 
pen or a Micron archival ink pen to achieve those consistent “Simpsons’-style lines. 


White Opaquing Paint @ such as Pro White is good for covering up inking mistakes, and you can easily ink back over it after it dries. 


You'll rarely see a perfectly straight line in a “Simpsons” drawing, but a T-square @, Plastic Triangle @, and Ruler @ will occasionally come in 
handy for laying out lines of perspective, floor and ceiling lines, etc., in background drawings and large props. Final lines are done without these 
items to give the backgrounds and props an organic hand-drawn look. 


Drawing Board — A good sturdy surface is essential to a good sturdy drawing. A drawing board is ideal, but a desk or kitchen table will do as 
well. Some artists like to work with their paper on a flat surface, while others prefer to work at an angle. You decide what works best for you. If you 
can't afford an adjustable drawing board, inexpensive lightweight boards are available that you can hold on your lap or prop against the edge of 
a table. 


If youre working at an angle, White Paper Tape 9) is essential for keeping your drawing on your board and off the floor. 


Lighting — Your drawing will come out better if you can actually see what you're doing. If you decide to work at a drawing board, it’s a good idea 
to get an adjustable Clamp-on Lamp @. Otherwise, make sure your space is well lit or that you have access to lots of Sunlight ®. 


Now it can be revealed... lo, | 
the jealously guarded secrets of how to draw J 


Let's start with 
Homer’s Head 


and Werk our Way down, From there. 


But First, a Few ground rules for drawing 
in the patented Matt Groening style. 


Notice! 

Big, bulgy eyeballs are o, must! 
Shapes and sizes may Vary, 
depending on the design 
of the individual character, 
but always Veep em bulgy! 


As You can see From the rough 
construction lines on this drawing, 
Homers skull is ball-shaped, but his 
overall head is sort of like a giant 
thumb. Once You Ve drawn that basic 
shape, You can add all the other details 
one by one, and tomers head will begin 
to tae shape, as if by magic! 


Forehead = minsel 
With hair "sat os Observe 
Matt's characters 
tel 
: } E\eball ALWAYS hove an overbite! 
Lewer head 


Behold! 
Less is indeed more! 
Keep it simple with as few 
lines as possiblel 


Approximately six eyeballs high! 


[ 
OV.oy, step by step lets construct a 3/4 Front View of HOMER'S HEAD. Center the ar baap a 
connects with back | 
hair loop. : 


Beard line 
is even, with 


edge of eve. | 
fellar sits 


a trifle below 
eh “SA 


\. 


lL. Start with that basic Z. Establish the position of the S. AMdthensce thendras Genrer the woot heard shone, 
ball and thumb shape, forvard eye at the bottom tne other eve, tucked behind Add the ear, centered on the 
oF the ball shape and in the the nose and the Forward eve. back of the head. D. Give Homer pupils and add hair 
center of tre “thumb, to the side and top of the head, 
| then draw his shirt collar, 
Homers hair 
ee To determine the size of the pupils, 
’ On “Top resembles me you should be able to Fit seven of 
| croquet hoops, one ih them end to end From one side of the 
Front of the other! eyeball to the other. 


ee 


His hair on the side resembles an "M For Matt! Note how the “M 
iS positioned on the head with the bottom point just te the inside of the head. 


| 
Sb To draw the mouth/beard shape, think of it lie a coconut divided in half, 
| except that the bottom half is about V3 smaller than the top half 
No. No. Nese cures up slightly. 
Ears are round with a 7 
sim E CC © 


Too thin. Sust right! 


Now i+ + + + +, 4 bool. 
. : py r O 


THE MANY N 
oF aut —_ 


DETERMINED 


P a yr: 
Es. ¥ i j 
' —_ 


AGITATED 


As You can See, 
a complete range of emotions 
can be achieved by changing 
just a Few lines. 


FEARFUL 


+ may sound like an oxymoron, but heres a look at 


HOMER IN ACTION 


Though his arm is 
pretty much a cylinder 


Netice how 
Homers hair = itis shoulders Fram shoulder to hand, it 
his head When in _ bd ~ down on his upper | elbow and wrist. 
motion, Te 7 body, below the collar ‘A r 
indicate speed. ) | 


when relaxed... 


Keep a sense of only slightly 
roundness to the suggested. 
elbow and Enee joints, 
even Wren bert to 
the extreme. 


Though static, these Views of Homer From Five main angles are essential 
to understanding how his body works, and thus being able +o draw him in motion convincingly. 


3/4 Front Profile 


BobyY LANGUAGE 


Study these drawings and note how Homers gestures, posture, and Facial expressions 
all work together +o tell us what hes thinking. All oF +these drawings are communicating 
something Without the benefit of a Voice-over or word balloon! 


POINT of VIEW 


These drawings show how different 
perspectives attect the way we 
gee the elements of Homers head. 


Extreme worms-eye View 
Seace between 
and top of head diminishes. 
bi¢tance between mouth and nose 
is qreater because We re seeing more 
oF the underside of Upper lip. More of 
chin i¢ seen. Collar comes in Front 
of beard. Collar slants back 
iN perspective. 


Slight worms-eye View 
Nose points up in front of eve. 
Underside of upper lip is visible, 

Hair is skewed in perspective. 

Ear is lewer. 


Slight overhead view 
At +his angle We can see ends 
oF hair looses. Nese dips down inte 

beard area. Ear is higher. 


oF KANDS 
(AND FEET) 


Homer's hands are amazingly 
expressive With a minitum of detail. 
Kis Fingers are like short, Fat little 
sausages, but they still bend move, 
clutch, grab, point, pick, and gesture 

Ke real Fingers. As with his arms and 
legs, avoid the temptation to give 
them too much real anatomy. 


His bare Feet are short and Fat | | 
With stubby, round little toes. | 


His shoes are shaped lie steam irons. 


And now for something 
completely different, let's draw 


Sure, that towering hairdo is intimidating, 
MARGE S HEAD 


but let's relax, tale a deep breath, and begin with 


Z. Add her nese, ear, 
veper lip, and cylindrical 
neck. shape. Place her 


second eye behind the 


\. Start with three 
equal size balls tilting 
back, Add an eyeball 


in the center 
airs Marge’s eo forward eye and nose. 
(tne berttom ball), 
Top of ear 
lines up With | 
bottom of eve is 
and bisects nose. 1 Kn 
rf Upeer lip 
~ — 1 > extends From 
bottom of 
xe head ball 
3. Add Facial 
yy Tigkten and 


details and hairline. 
Bloc¥ in the necltlace. 
Four loops of hair 
across forehead. 
Twe loops of hair 


refine your details. 


between ear and ___ Mair si 
forehead. | ited 
| equal size. 
Hair in ' 
Simpson back dips ( ee il A 
below ear. . 
g)  Fanhy nose \ Partial beads 
x ed : show aS necklace 
Wraps around neck. 


Piel Lewer lic 
, _ eures gently Six main beads across 

From neck inte Front of nee 

Upper lip. 


Lineup hair 
loops te eliminate 
unruly hair and a 
huge bulge of 
hair ot the base 9 _ 
oF the neck. 


The necKlace 


between the 


Marge's aur 
naturally tilts back 


\ at the top. Otherwise, it 


\ would lock oF ond 
5 awlodayrd. 


There are Two eyeball 
lengths between, 
Marges actual eye 
and the bottom of 
her necklace, 


The beads 
touch in the center, 
but overlap at all 
other points. 


There is roughly 
one eve between 
the top of the nose 
and the mouth. 


EVelids Wrap around the eyeball. 


OF OF 


Lashes point down when 
eve is closed naturally. 


IMPORTANT! 
In This Tricky area, When Marge is sad or 
Upset make sure the overlas of the 
eyebrow doesnt become a Fifth eyelash. 


Fer squinted eyes, The expression loses energy 
lashes point up. when the lashes point down. 


\+g not all about the hair! Let's draw MARGE'S BoDy 


y/ her dress, You 
wf| should block them 
Jf | into establish the | ge 


, : yt -, . 
j oe = . 3 = — — i " 
‘ + = . t . 1 ’ 
- i F 
] 4 F 
L j 
' i F _ tha = 
- 2 ; 


ae 
a 
83 

BR 
& 


a dh. Tiahten. the details. 
basic shapes. details. Establish the Your shapes. Add Add hair loops, eyelashes, 
necWloce and the some arms, a dress, pupils, and another art. 
chest line. and shoes. 


Baheie it or not, Mofae as. 
o consistent number of hair loess. 


There ore 
eleven loops 
on, the Front 

Gide oF her hood. 


Minreger $ enjerlaches fadiete out from « 
Vaniching part af the center of the 
eye ond are evenh) spaced 


| 


As with all Simpson Fomuhy members, 
Wharese's hose CUES Up pst a Dit. 


| Tare are Four 
; | loom, of how” adress 
. forehead... 


The evyelusnes curve out Slightly 
and are of aval length. 


‘Mattua loops on 
The eee oF 


i av \e0e ne Two loons ot our 
. between war and forehead 


yes! No! 


when are 4 wi ar shaned 
position at Morses tide, her Show thie tines 
orate aes, Get alert) ih ar dress Labrie. was 


her crotch line 


/ vs . 
j Tha eras tine 
The thovlder ifs thould be claced 2S 
mae ae a 
line. Flew . - oF pa 9 way ul ge 
'§ ojal chest shape 


gra, eFulby 
inte too peck 


Show 16 Slush 


with aintle 


\ 


> 


Dress. hours 
aac tka Kort — 


[ 
y, 


eer er” lees = $.., 
is Ma legs. for loeier te 


Now let's lock at TKE MYRIAD MOODS oF MARGE 


eo? 


\INFURIATED WORRIED 


—_ 


EXKAUSTED PEEVED 


Stay out of her way! lt's MARGE ON THE MOVE 


Though her arts is 
pretty much o 
evlinder From 

shoulder to hand, it 

| still bends at the 

Like Homer, elbow and wrist. 

Marge bends 

and moves lie 


a real person. 


Study these 

Views of Marge Trom 

Fie main angles. 

They are essential 

to understanding how 

her body worts, and 

thus being able to 

giVe her a convincing 

sense of motion 

| in Your drawings. 


3/4 Front 


SELECTWE PERSPECTINE ‘hese drawings show how different points of View 


affect how we see the elements of Marges head. 


i 


we 
Extreme worms-eVe View 
Space between eyes and top of 
ead diminishes. Hairde is foreshertened. 
Sli ght Wortas-evye View Distance between mouth and nose i6 greater 
Nose points up in Front of eve. because we are Seeing more of the 
Underside of upper lic is visible. underside of upper lip, Nectlace 
cures up in Front of neelt. 


Slight overhead view 
Nose dips down. Ear is higher. 


DUP 


a ah 


7, 


A KANDY-DANDY GUIDE To 
MARGE’S HANDS (AND FEET) 


Whereas Homer's Fingers are short 
and stubby, Marge are long and slender. 
Because of this, there may be more 
temptation to give them too much real 
anatomy. Dont give in! You can Veep 
them simple, yet still expressive. 


Like her hands, Marges feet are fairly 
long and slender. Her shoes Fit snugly. 


Youll amaze Your Friends and confound your enemies 
when You unlock the mysteries of how to draw 


First, let's start at the command center, 


<A\/\JAA BART’S HEAD 


oe f ™w 
- \. = 
|. Bart's basic head shape Z. Center Wis eye between the left 
is a cylinder. Think of a tin can. and right sides oF his head, but just below 
. the horizontal center line. His neck is a 
ral smaller evlinder thot extends From the 
‘ -" bottom oF his head at an angle. 
- The top of his 
q ‘ fae 2ar if in line With 
‘ f. a | the bottom of his 
jj eye and bisects 
A f - — . his Nose. The distance 
2 between Bart's 
nose and lip is 
i Soften the tio noses. 
} av nec line, 
3, Begin te add hair points at evenly “i Add the rest of Bart's hair points 
spaced intervals. Add his nose, ear, and (Nine totol—no more, no less!). Give him a 


mouth. Draw his second eve, tucked behind brow bump, pupils, lower lip, and ear detail. 
the First eye and the nose. 


and each point bows out sliaktly, Bart's head is roudhly 4 hicks 
P ty 7 aia a ak ae Like all the Simesens 


et PCTCn oo characters, Barts teeth are in 
\ en ~~ i : a conical arrangement. Whether 
# J +h. ¥ 
e wae eae 2 touth i6 open of closed, 


Too PUFFY! 
PUFFY forehead 


they should retain this shape. 


wenn 


Eye 
Too SHARP! ieee 
Between 
N, | nose & mouth 
te collar 
B-on-F ieee ee 


Follow the direction of 


the neck. line. 


Barts eyeball is approximately 
seven pupils wide... 


When drawing 
the classic Bart grin, 
trae sure You have at 
least three interior 
tooth lines. 


The top of each hair point is rounded 


As with all Simesons y 
Fareily members Barts nose 
curves up just a bit, 


His weet 
inserts inte the 
shirt collar. 


=a ; Note alse hoy the 
TT spacing decreases as the 
f } teeth curve away) act 
the Frond. 


There is a \ : 
Very slight Flare \ 
on the sides of 

Barts hair. 


Now, unless You want +o draw only close-ups, Wed better learn how +o draw 


BART'S Boby 


Tin con head 


Ball-shaped 
belly 


Tubular leas 


\. Start by blocKing in Li Add eyes and arms. 


the basic shapes. Establish a center line for reference 
when adding details. 
Barts 
torso is in TWo 
sections. 


! 
Oe 6 


Nete how the chest can slide around the stomach. 


5, hdd nose, ear, and Fingers. 
Define Barts hair and clothing. 


Bart is tWe heads 


—— a ee ee ee ee. 


Top 
oF head 
to shirt 

éallar 


ii i ii 


i SSS 


4. Put in pupils, ear detail, 
and shoe detail. 


Bart's 
T-shirt hos a 
thickness To it. 


In a normal standing pose, Bart's legs and feet 
should be Firmly planted on the ground and evenly 
spaced, Sipporting the rest of his body, 


TRE MULTITUDINOUS MOODS OF BART 
once again, notice how with miner Variations in the mouth 
and eyes, You can create a wide range of emotions! 


HYSTERICAL 


: eed rete ar 


BEFUDDLED 


BUMBFOUNDED 


PLEADING 


AWeD DISAPPOINTED 


He may be Known as an underachiever, but that doesnt mean 


Bart just stands around. You need to learn how to draw BART \N ACTION 


Notice how Bart's 
shoulders are mobile. They 
Cain Swing around, 


Think of the Figure 
moving in three-dimensional 
space, not on a Flat 
two-dimensional surface, 


coming 


Space 


Foot coming 
ferward in Space 
The index Finger 
extends direethy From 
the line of the ort. 


OOP 


Though his arm if pretty much 
a evlinder From shoulder +o hand, it still 
bends at the elbow and wrist. 


Palm. is 
only 
slightly 
gwagested., 
Ye West = 
Keep a sense of roundness to 


tre elbow and Knee joints, even 
when bert to the extreme. 


Arts going 


It’s important +o establish the line of action in any pose, 
tren build your drawing aleng that line. 


| Even, Though 
| Bart is leaning 
.\) Fervard, es 
. i. solidly planted 
Hair | ! on the around. 
Palm back monesto Adm ft : = ri 
indicate e 


bent, showing 
weight oF body 


an legs 


As Bart leans Forward in Notte how shirt Flies. up Foot clanted directly 
this pose, notice how the Weight to indicate the up and down movement beneath head tor great 
oF his body is on one foot. of Barts body ag he runs. balance 


Though static, 
these Views oF 
Bart From Five 
main angles — 
are essential to 
understanding 
how his body 
werks, and thus 
being able to 
draw ‘hit in motion 
convincingly. 


— 
EBS 


Front View 


3/4 Front 


ALL ThE ANGLES 


These drawings show how different perspectives affect 
how We see the elements of Barts head. 


Extreme worms-Ve View 
Space between eyes and top of head 
diminishes. Distance between mouth and 
nose i$ greater because Were Seeing 
more of the underside of upger lip. 


Slight aerke a a View Collar curves up in Front of neck. 

A+ this angle we can see the 
Flat (jet spiky) top of Bart's head. 

Nose dips down. Ear is higher. 


Slight wWorms-eye View 
Nose points up in front of eye. 
Underside of upper lip and back 

teets are visible. Ear is lower. 


teeth Fon out 
in, perspective. 


Front View 3/4 Front 


Rear View 


HAND SWE 
(AND Foot FRIVOLITY) 
Like his Father, Bart's 
hands are amazingly expressive 

with a minimum of detail. Alse like 
Homer, his Fingers resemble short, Fat —- 

little sausages, but they still bend, 
move, clutch, swipe, point, Flic, and 
rudely gesture lite real Fingers. 


Ld 


<x His shoes are short and fat with stubby, 
“Shaped like steam irons. round little toes. 


In an overachieving mood? olay then! Let's draw | L | Cd [4\ 


vfs 


\ | Well get right to the point... 


lactvally eight points) with LISAS HEAD! 


Head 


ra | tle 


Eve 


l. Start with two 
concentric circles. 
These will become 
Lisas head and eye. 


Z. hdd the ear, nose, and upper lip, 
then drow the other eye behind the 
fordord eve and the nose. Now add 
tre hair circle. The air circle is net 
concentric With the head and eve. 


i$ HeT tee pointy, 
net toe rewnd! - - 


S. Block in Lisa's hair, neck, 
and mecKlace, Establickh horizontal and 


Vertical center lines on the head. lis curves 


Divide hair points inte three groups gracefully 
based on these center lines. From necl. into 
Upper lig. 


dy. Tighten ve and add details: 
pupils, eyelashes, nectlace. 


Evelashes 


Net too short. Net toe lone, 


¥ Ig eves 
from top 


oF eves te 
top oF air 


Lisas head is 4/1 
eyeballs tall. Think of Lisas 
necWlace as a 
dont around her neck. 
Draw through her 
neck te see the 
Whole shape. 


Lisa has eight points of hair, 
Which are divided into groups 
oF three and three (above 

tne horizertal center) and 


Lite Marge, Lisas lashes curve out From 
tio (below the horizon), 


a Vanishing point in the center of the eve. four lashes 


Nectlace has tive 
beads in front, with tWe 
partially showing in back 

on either Side. 
| Some notes about teeth! 
The points of Lisas As with other Simpsons Family 
hair are sof, arching ‘ eh, members, Lisas teeth are in a 
triangles with lightly | conical arrangement. Whether 
rounded ‘ips. the mouth if open or closed, 
they should retain this shape. Occasionally, you may wart 


| to draw Lisa From a slightly 
; more Frortal View. When doing 
this, leave a Space between 


o® ox | her eyes. This goes for 
| Good! the entire Simesons 
jo Lisa generally nas When drawing a toothy grin, Teeth are never Family too. 
. Five teeth showing always slant the Forward drawn in double rows 
YES! When mouth if open. tooth in line with the nec. lite this —EVER! : — 
| Some fresh notes on the eyes , 
“7 '\ These apply to ALL Simesons characters! Never! 
| | When eyes | From this slightly 
anewlsead er more Frontal view 
dont use a hair point showing. 
complete circle 
for the eyelid. 


Add air 
eoint here! 


a : 
Never cress the eves! 


P) 
Now that You Ne mastered the mathematics of her head, let's sum it all Up With LISAS Boby 


L By new you Knew z. Add head details as 3. Add arms and dress detail. 4, Refine the shapes and add Final Lisa is two heads tall 

that you block. in previously directed. Establish the Continue te add Facial elements. details, Put in beads of nectlace. fl \ y 

the basic shapes nectlace, dress shape, and shoes. seven dress points, evenly spaced, Add Fingers. Complete shoe detail. PIS Shoes:). 
First, | . ae 


a Head ball is 


bigger than 


go belly ball. 


— eee,” legs 
[a ifon Shoes 


gracerully — 
inte her iff 
neck. sf 
i 
¥ 


eylindrical legs 
insert into ball 


seeing her art 
or her back, 
they bot, 
Seep Up nicely always drow through 
into her week, fordard elements like arms 
and legs te establish the 
form underneath. 


THE MANIFOLD 
MOODS oF LISA 


DISTRESSED 


{Cees 
PEEVISH 


MIRTRFUL 


OL 
ASTONISHED 


BLUE 


seeen 


=e Coae? 
SARCASTIC | 


APPALLED 


r MELANCHOLY 4 | 
G\IGGLY Sea? 


She doesnt just talk the talk, Lisa walks the walk Cand runs, and jumps, and slips...). Let’s learn how +o draw LISA IN ACTION 


All oF the previeus notes regarding movement 
apply to Lisa too, but notice the graceful, 
Flowing lines in these Lisa action pases. 


Note the line of action 
in this running pose. 


Hair moves : 
te indicote 


Nete how her dress Flies up and back to 
further indicate her body's forward motion. 


directly under 
her head for a 
geod balance 
ag she leans 
forvard, 


= 


As Liga | res Ai Knees ore bent, showing 
( poms le Weight oF body on legs. 


is pose, notice how the weiaht 
of her body is on this foot. 


Study these stationary views of Lisa From Five angles to understand how 
her body works. This will allow you to draw her in motion more convincingly. 


FRESH 
PERSPECTINES 


These diverse views illustrate 
how ditferent perspectives 
affect the Woy we see the 

elements of Lisas head. 


Slight overhead view Slight Worms-eve view Extreme worms-eye View 
At this anale there i$ more Nose points up in front Space betleen eyes and top of 
space between Lisas eyes and of eye. Underside of upper Lead diminishes. Distance between 
the top of her head. Nose dips lip is visible. Ear is lower, mouth and nose is greater becouse 
down. Ear is higher. Lower lip we're seeing more of the underside 
and neck are diminished, of upper lip. NecWace curries 


Up in front of week, 


2/4 Frowt Profile 


GWE The 
~ GiRv A HAND... 
OR SEVERAL 
(AND SOME 
FEET. Too!) 


~ — Lisas hands are basically 


the same as Barts. 


oer bare feet 
are just lite Barts, tool 


Now that you have Lisa down pat, it'll be a snap to draw 


, | As You would expect by now, well start with 
MAGGIE S HEAD 


| Head circle 


\ Start with a donut. 
(no sprintles, pleasel) 


Z. Add the ear and hose, 
then draw the other eve 
behind the forward eye and 
the nose. Add the cylindrical 
neck shape. 


5. Bloc in her pacifier and add 
tne hair circle. The hair cirele ig not 

concentric with the head and eye. Bleck 
in Maggies hair: You can alse draw an inside 
circle to define how deep each hair point 
should qo. Maggie has & points of hair, but 
they are not in the same arrangement 4. Add details and tighten 

as Lisas. See iF You can soot : 

the difference! 


MAGGIE'S PACIFIER SUCKING CYCLE 


Maggies eyelashes are le Lisas, except 
that she only has three of then! They are of equal 
length and are equally spaced. 


The points of Maggies hair are soft, 


arching tr iangles with lightly rounded tips. al \ J \ 
-——— ae 


Sa oy 


, : iaht! ON 
Nol Yes! af : “e ie 


Maggies head is 41/2 eyeballs high. 


Correct-a-mundo! ini 


Hair points are 
arranged in a 
3-5-2 $eTup on 
a tilted axis. 


IF you think you can get 
away with just drawing a 
formless sleeper under 
Maggies head, think again! 


theres a Tiny baby figure 
under that thing. So let's 
learn how to draw... 


MAGGIE'S BoDy 


basic shapes First. 


=, Continue te add 
Facial elements. 


Z. Add head details 
as previously directed 
and block in her arm. 


Cylindrical 


Steam iron-shaped Feet 


S. Kaw that You Ne 


and add Final details. established Mages pody, 
Don't Forget the you can add her sleeper. 
tiny Fingers! Wrap it snugly around 


her upper bedy and let 

it hang loosely from her 

belly. Knee and foot are 
slightly suggested. 


Think a baby can+ communicate os well as her parents 
or older siblings? Well, think again! Here are 


THE MANY MOODS oF MAGGIE 


GIGGLY 


CONTENTED <4 


" DISTRAUGKT 


Ask any mother, babies can be a handful, and the Simpsons. 
baby is no exception. Youll want to learn to draw 


MAGGIE \N MOTION 


In action shots 
reveal parts 
ef Maggie under 

her sleeper, lite a 
Knee or a toot. 


POINT of \IEW 


As with Lisa, note how different 
perspectives affect how we see the 
elements of Maggies head. 


Slight overhead View 
At +his angle there is more space between 
Maggies eyes and the top of her head. Bow does 
not break hairline os usual. Nose dips down 


Slight Worms-eve View toward pacifier. €or is higher. Extreme Worms-eye Viel! 
Nose points up in Front of eve. Space between eves and top of head diminishes. 
Bow is higher on head. Distance between pacifier and nose iS greater. 


Collar curves up i Front of nee. 


HANDS (AND FEET) ACROSS THE NURSERY 


: Maggie's hands are basically the 
| same as Lisas, but much smaller. Even though 
Ly they re small with stubby little Fingers, Maggies 


hands can bend, move, clutch, grab, point, pick, 
and gesture le any other characters. 


HE SUPPORTING CAST 


Let's leave the primary Simpson Faraily | | | 
A members for a while and explore some | 
~ V I of the secondary characters, starting with 


By now You should be pretty Familiar with the method of building a character From Familiar 
shapes, So Well dispense with the usual construction notes and just Focus on specific details 
that make the residents of Spr ingfield unique! 


Use cone 
shaees for 
Grampas head. 


This cone 
establishes 
his hair. 


Grompas eves 
are usually oat 


old-age bumps 
and wrinkles 


Four points ile: Pe i 


of hair, similar in 
shape to Bart's 


Three Falds 
oF Sin 


Wavy lines 

| giNe Gramoas 
clothing a 
wrinkled leek. 


Belly line 
Flows 
smoothly 
inte chest. 


Slippers ! 


The Many Moods 
of Gramea 


os | 
Po 
‘dl a * 


INSIDE TIP! 
Gramea wears dentures! 
IF You ever draw him without 
them, dont forget that they 
are what Veep his lips From 
receding into his mouth! 


: | t oy 3 7 - 
J 


Eyes are smaller 
than Simpson Family 
members, and there 


Ball-shaped head is always a space 


| between them. 
always sits 
Forward on neck. 
Hair Wraes around 
back of bald head. Sleepy 
, eyelids with 


Bushy unibrow is 
usually triangular. 


Veper lic is 
wrinkled, 


beard First as 
one mass. 


Add bushy 
detail +o 
beard. 


Hunchked Z. ( 
posture 


Rolled-up 
w'4 hares shirtsleevies 
Head han 3s | shoulders 
out over 
body. 1 | 
overalls, | 
evtfedat [MP - 
erttots M-shaped 

| art hair (like 

: on Side of 

Ball-shaped . Homer's head) 

abdomen, (unless 


shirt is of F) 


the (Not So) 
_ Many Moods * 
) of Nillie 


Oa 
a INSIDE TIP! 


Willies body changes When he 
takes of F his shirt. His usual 
narrow chest, slouched back, and 

paunchy belly are replaced by 
this manly physique. 


4 


i}; 
i 


es re 


Use sharp, 


sir aight 
angles to 
show anger. 


é 


Despite his good 
| | | nature, Barney 
Space between often hos a 


Ball-shaped head baggy eyes Furrewed brow. 


ae With thick neck 


Ear set high 
on head, elven 
With eves. 


Nese 
eurves up. 


three teeth 
show when mouth 
Hair is sharp is closed, 


and bushy. = fv 


Barney is Five 
heads ‘all. 


INSIDE TIPl 
Barneys hair does have a Specific design consisting of thirteen points! 
Four points on tep with 


TWe-pronged a part in the center 
covwlict - 


Three bushy 
Ponts in ‘. 
back | Twe points on 


7 ~ / “ = Foreheod 


one short =? 

point and 
one long point 
for sideburns 


Nose is big and round 
and takes up 3/4 of the 
Space between the 
center of his head and 


I | | 
J ( 0) Cd 1 


Eves are 
centered iS Mouth. 
Vertically on 
head and set 
Very wide 
apart. 
Milkouse has a , 
cylindrical head \ Glasses 
3 With convex have thick 
ag sides. The top : Neck. ig lenses. 
=) of his head and K _ short al 
his mouth line conical. 


— are convergent. 


Add hair in 
two pieces. 


The stem rests against 
Ear sits slightly © his head above his ear. 

above the bottom ——— Milhouse has thick, 
line of his eyes. rectangular eyebrows. 


Milhouse has a 
) body similar +o 
Bart's, but with a 
Wider, shorter 
chest. 


Feet are 
small and wedge- 


tis legs are long 
and thin and set 
wide apart. 


INSIDE TIP! 
When Milhouse takes 
| 3 of F his glasses, his eyes 
= Ay are twe little dots. 
LOY When he closes his eyes, 
. they are two little lines. 


it 


Arms are 
much Wider 
than legs. 


Tshirt rides | 
high on belly. tJ 


THE MANY MOODS 
OF MILKOUSE 


fr r | : Eves are oval 
j { . and set apart. 
\ | Cs) Rounded 
——— —— \— # \ hose Ponts 
. \ SS) wo \ er abappels \ down Tewlare 
: — upper lie. 
| | head is a 
ball-shape Ear is set 


centered on a 
conical neck. 


well below 


Nees 


Mrs. © has four 
| short eyelashes 
Three lines per eye. 
indicate 


circular shaees / back sweep 


to establish 
her hairdo. 


Shes Bart's teacher, se 
remember to add tired 
bags under her eves! 


Collar of 
sweater Wraps 


Chest ball is 


| . around neck, 
J Same Size as , 
. a head ball. Bottom of 
| # sweater hangs 
| even with the 
bottom of 
Ball of lower © torso. 
body is slightly [\ ( 
Skirt drops 
below Knees. 


Sensible shoes 
with a Flat heel 


- 


INSIDE TIP! 
Though her usual 
look is plain and tired, 
Mrs. Graboppel can 
look amazingly sexy if 
she Wants to land more 
important, iF You want 
fo draw her that way!). 


Krustys 
basic head Cheek bulges 
shape is when smiling. 
the Same 
as Homers. Upper lip is 
long and Fat. 
3 ge Hair on top is 
- dome-shaped. hain 
_ ’ ~ “s scalloped 
le Marge $s. 


Wing-shaped 
hair Wraps 


round back = 
° oF aa. Secs / 


Bag under 
Four teeth eve comes 
show at this in front of 

angle. beard area. 


Krusty’ 
bedy is the 
satne as 

Homers, ~~ / 
except With /f . 
big Floppy 2 

shoes. 


INSIDE TIP! 
Crusty’ hair drooes when 
hes down in the dumps! 


Hey, hey, Kids! Here's Simesons animator ERICK TRAN 
With more ties on how to draw Your ol’ pol... 


Krusty is truly one of our Favorite characters 
in the cast to draw. When drawing him, think oF Homer in a 
clown outfit. They are very similar in body proportions and head 
shape. Crusty is Very expressive in every way. When drawing good 
over-the-top poses, Your drawings need to read in clear graphic 
silhouettes. tere are some examples of what | mean. 


Bobs head shape is 
a longer Version 
of Homers 
thumb-shaped head. 
Eyes are set apart. 


h = 


r lie is le 
i oe mae 
WoNe ‘to it. 
Neck is small Nose is long 
and conical. and triangular, 


pointing down — 
toward lip. 


eo 


Establish Bobs crazy 
hairstyle with shark 


Fin shapes that ; 
Flow out From ie at 
lines of his head. 


Add scalloped 

shapes to hair. 

Ear is set tar 
below eves. 


Torse is 
gimilar to | 
Barts n 
Size and 
shape. 
Shirt collar - 
| sits low on arts hig 
Feet i neck, well < 
incredibly 
lon away From or 
5: his chin. 


¢ 


INSIDE TIP! 
When drawing 

Babe edd and 
hit 


i 
My 


¢ 
AY) 
wy 


AKA 


(i 
YY | 


Maniacal Mo Oo A S ac " 
Sideshow Bob 


Ball establishes 
Shape of 
pompadour. 


La, 
triangular 
| vpper lie Flows 


Though Lenny’ | 
head is not round, “St 


his eyes protrude FR} smoothly up to Long nose 
more than most 4 Forehead. a — curves up 
characters. \) | ft slightly. 
This ball shape 7 , , fp | x 
establishes the i =F OS Lenny has a 
parameters of Long, slender i File-o clock. 
his Features on neck shadow like 
the Upper part Homer. 


of his head. : / 


Hair slopes back i 
from pomeadour : | o> 
and down back = VAY 

of Shull. 


Three points 
of hair 
in back 


Long, 
slender Suspenders 
body hold his 


smoothly into 
belly with 
no break. 


Waist line 
bisects 


| Leng, slender 
belly ball. 


shoes With heel 
and Sole detail 


INSIDE TIP! 

Use the same ball and triangle eEonsiruction 

method for Lennys head From other Views 
to achieve a consistent model. 


Lenny 


Eves are small with 
bulges of Vin above 
and below them. 


Carl has o 


thumb-shaped pal ; 
head like tomer, are : 
but with o triangular. 


thinner neck. 


Hair mass i$ Somewhat 
square and sits tar to 
the back of Carl's 
head at an angle. 


be ita Mouth line 
se \i . Woviers 
aii slightly. 


Neck Flows smoothly 
into lower lip. 


Collar of 
jacket rides 
high on his neck. 


Carl is $e cool, 

he almost always 

Wears a jacket 
and sweater. 


Moods of 
Car\ 


INSIDE TIPl 

This cubic drawing will 
help you understand the y ; 
angles of Carls head! / 


Mr. Burns head is an oval shape Ears sit high, 
sitting on a conical neck. even with eyes. 


Neck \ | ( 


extends Ey 25 are oval hi, | ( ves iS long 
From AOS A With space and triangular, 
at roughly a a ay extending well 
4S-degree beyond upper lip. 
angle. 
Hair wraps 


around head. » 


When in a Foul 
temper, his brow comes 
in Front of his eyes in 
a continuous line. 


Teeth are small and 
sharp. They are seen when 
his mouth is closed. 


Mr. Burns is roughly 


Pant leas 
File heads tall. “3 


are too short, 
EXPOSING 
his socks. 


~ INSIDE TIPS! 
Mr. Burns age spots are arranged in a 


triangular Formation pointing toward his nose! 


His brow can change shape as 
ed to suit his expression! 


Moods of Mr. Burns 


‘eieabna “riya anl 


Ke Neors © oversized 

gray loafers ae 

con, “alm ot Neg : 
for logs a 


Attention, slackers! Simpsons animation layout artist, director, and Bongo Comics 
contributing artist SHAUN CASHMAN will now share additional tips for drawing 


IBURNS 


When | draw C. Montgomery Burns, | am reminded of a few 
different things that hele me capture the feel of his character. 
Aside From him being a Weak, spindly old man, he shares characteristics 

with a bird Wulture), an insect (praying mantis), and the +all, 


vltra-thin alien that comes out of the mother ship in 
‘Close Encounters of the Third Kind. 


He has a consistently 
furrowed brow that 


\ thinkk of his hair as 
a Separate piece to be | 
added after \ve done the basic swoops down over his 
Lonstruction, drawing. +s almost eves ore We 4urve 
of the top of 
his head. 


as if it is made out of cloy, and 
it just wraps itself around 
the back of his head Aa 
and is clamped on = 
ever his ears by 

his Sideburns. 


Large, 
beallive 


Vose 


Ned has a 
ball-shaped head 
on Oo Slight ly 
conical neck. 


Facial Features are similar to the Simpsons 


5 Family. (Could they be related?) 


Full head of hair wraes 
neatly around head and 
hangs down below ear. 
Dont forget the stem of 


Smile peels 
his glasses. = a ae 
| 7” ee ~ behind 
Mustache shape is lite the * f ) mustache. 
upper third of a circle | 
and overlaes the upper lie. 
Neds hair 
should be 
treated as a 
air wraps around solid helmet- 


Forehead. liMe mass. 


Shirt collar 
Thimble- Like Willie, Ned eh onde ial 
Shaped chest has a manly physique . Eileottar 
Flows smoothly ae i? ) 
ito belly with Otherwise is 


no break 
in line. 


shoulders are narro'd 
and he has a paunch. 


narrow at & 
the shoulder | 
and wider at 


Ned is roughly Si, 
head balls high. 


INSIDE TIP! 
The lenses in Neds glasses are tangential 
to one another. They never overlap. 


Remember, the lenses 
are not Neds eyes. 
His eyes are actually 

behind them. 


His ears sit high 

Ralehs head i$ a wide on his head. 

oval atop a Very wide Upper lip is 
conical nec. Fat and round. 


Add 
stringy 
hair. 


Overbite 
is Slight. 


Kis nose is similar to Barts, though shorter. 
Unlike most Simpsons characters, Ralphs Full lower lip 
nose doesnt ge in tront of his eve. 


Ralph's posture is Very straight: 


; J Raleks | | OD 
im JO owes ave Bie es 4 Waistline 
sl f | Wide and eee ee tw , is high. 
Body is | | short. ff ) , and long | . 
a large, | | sleeves. i \ 
Vertical M \_ a» Seesiogs-age eT 
oval shape. _ : Zale | : 
; | Wien hy 
7 | Shirt ) Ralch . Add bel+ 
= | nt inte ] has For, | i | buckle. 
— pen PONTE. a > stubby 
— | — Fingers. . 
Legs are wide Feet are long 
and set apart. and narrow, 


INSIDE TIPl 
Always draw a curving 
horizontal line across 

Ralsks Forehead to 
establish his signature 
bowl-cut hairstyle! 


The Many Moods of Raleh Wiggum 


Head is oval-shaped. Nose and 
| mouth are 
_ placed forward 
on head. 


Neck is ata 
45-deagree angle 
From shoulders, 


Large 
Neanderthal 


, brow 


Hair mass is 
Square and Sits 
at an angle on 


back of head. 
Ear sits scalloped with “Pinpoint nostrils 
low at back long sideburns. Bag On pg Nose 


of neck. under eve 


5. 
Slouched Long, 
posture Short reel 
sleeves are — 
Arms hang unusually “ia ow “Tie. 
Note how 
| 
(eallaer Apron hangs head hangs 
| jyst above Way over 
Knee line, Feet. 
ng J Chest line , 
tinny Flows smoothly | _, 
pec into belly with 


ne break. 


INSIDE TIP! 
Moe has seven scallops 
of hair on the top and 
back, and Five around 
his Face (only four 
when in profile os he is \} 
here). They are uneven 
iW Size, giving him an 
unruly lock! 


| Large oval 
| eye is nearly 
| as Wide as his 


Fangs head i$ 
basically the shape 
of a long balloon 
Flap of skin 


or a ial | 
Wierie. around mouth 


| | can brealt line \% 
O™M kK=> of head. + 


Covernous 


Body Flares mouth 
out at bottom. 
SVin mott ling 
Head flattens out a <_ a 
bit at the top, but = Long, 
dips in the center. , | ae narrow 
5. . — if Two rows 
(” Ye | OF bags 
| Leng, | ] J / under eve 
Lang, PoINTy ly } 
ears jut out share | 
at 45-dearee teeth Drool 


anales From head, 


\ Head i$ roughly : | forget the 
ut) eyeballs hia. es, 


Space 
helmet is Helmet collar 
wide at the f = | pate 
Top, tapering u a Square and 
down to the tentacles a, round 
narrow base are usually bution on 


eack side. 


li _ 


Establich a, Flax mound co Define tovtacles 
shape for the tentacles. with wavy ere 7 


INSIDE TIP! 

Incongrurty can bring humor te your drawings. Take one 
space monster bent on the conquest of Earth and 
driven by a ravenous hunger For human Flesh. Now show 
him delighted by a tasty and refreshing ice cream cone, 
and You have increased the comedy quotient in Your 

drawing enormously! 


The Many 


Greetings, serbbler of 
crude earthly hieroglehics! Prepare 
to be Further illuminated on the 
majesty that is 


Bome 
life-support 
system 


ef 


; Constant 
F salivary ( 
| $ecretions 
(dr ool) = 


(or Kang and Kodos: 
it doesnt matter, they 
look exactly alikel) 


Rigellian 
Xenomorphology: 
Think oF a cartilage-lite 
bone structure. The single 
eyclopean eyeball Fits into 


j le Le | i 
Wy a cavernous socKet. 
hg : 


os aig 
te | | 
4, Tomy 
| 
) 
‘ | 
' 


as Space Receding hairline. 


. between Ear sits 
Comic “AS 


eves high, about 


Book Guy hos , even With | 
a ball-shaped J baggy eyes. ZN kt 
head. | _—y ‘ == 
tig neck — 
i$ 0S wide ag LOS 
‘a ‘i vol - into upper lip Bulbous nose 
With no lower slopes down, 


lie visible. 


Hair Flows back away From skull Beard line is suggested 
and gathers into a ponytail. by a jagged line similar 
to tne hair that wraps 

around Homers head. 


\. f Back is hunched, Z, TShirt Fits 
but Nis posture is tight on 
arms and 

oer chest 


and belly. 


/ . a still upright. He . >< 
\y ) | I, isnt stooped im 
ik IK 


Slip-on 


K__tennis shoes 

, The 

5) l _ Many Meods 

WS of Comic 
. Bool Guy 


INSIDE TIP! 
Aecentuate CBGS usual condescending expression 
with arms crossed over his ample chest! 


. 


Eyes are oval-shaped 
and set apart. 


Oval headehone 


ottes head is a shape goes 
ball shape on a oer ear, rounded and 
re cylindrical neck. Slopes down, 
similar to Mrs. 

Krabappels. 

Headphones Veper lie iS 

ge above and Pillbox-shaped a ci 

behind head. hat with long riangular. 

Pupils rest 


oy, 


under brow. 


Establish main 
Shapes of 
hair First. 


When mouth 


Otto has a heavy \/ is closed. 
brow ridge. The lines : 
of the brow ge up at Aad “ under eves 
AR | to complete the dazed 
a slight angle toward ee 


tne center. 


Neck ts 2, / 
forward ot 
an angle. 


Tshirt ) , 
| Portable 
\ jam device 
Arms are \] vara 
Belly ball oe nares — AY 
\S bigger legs. L 
than head pie Socks are 
ball. La pid 2) rolled le 
') ? 
= “— Barts. 
~~ 3 


ba ve | High top 
airly big. énenve ne 


The Many Moods of Otto 


= 


INSIDE Tip! 
ottes$ normal 
| posture is a forward 
Slouch with bent Vnees. 
To hele achieve this, 
draw an S curve 
First and build your 
drawing on that! 


| Use converging lines te 
| : estoblich shape of 7 


Snowball Wi has 


a wide oval 
head on o , 
conical neck. 4 
Eyes are oval sits below 
and sietnpur’ eves. § 


TAB 
hs) triangular ears : 
and Fur tufts, 


Triangular ears 
) sit high and 
a Sharp teeth back on head. 


j Santas Little Helper 
| has a ball-shaped head 


en a conical nec. 


| 

\ oval-shaped 

a nose at Tip 
of Snout 


A Snovt is long 
and triangular. 


Dont forget 
to add the 


establish the 
three rib lines. 


form. 


a 
Santas Little Heleer is a greyhound. 
He has a long oval chest that tapers down 
to a slender abdomen, and thin, yet 

muscular, legs. 


Snowball ll has a long, capsule-shaped Head juts out at a Though haunches arent seen in 
body on short, cylindrical legs. 4S-degree angle From body. this Standing pose, they are 


evident when You see Snowball Il 
Sitting, running, ete. 


a ‘. 2 
i 


The Many 
Moods of The 
Simesons Pets 


INSIDE TIP! 
oF course, You can show different expressions 
on Santas Little Helper by changing his eyes 
and mouth, but you can also use his ears! 


Nelsons head is a Wide oval on His pug Nose is an elongated 
a wide, short, cylindrical neck. oval that is bisected by the 
line oF his head, 


Bleek in basic hair 


Both oval 

eves everlae 
and tuck in 
behind nose. 


Heavy brovd 

. hangs aver 
Three teeth eyes. 
show When 

_ mouth is closed. 


His Upper lip is long 
and triangular. 


Shaggy hair breaks into six points: 
tWwe on his bangs, two in Front of his ear, 
and two sweeping away from his neck. 


Nelson has Arms ore 


wider “Lan 
\ a huinched lensand 


hang low on 
shoulders. 


| ShoWS on | 
one Side. 


His legs are thin and set wide 
apart. They are alse positioned 
forward on the bedy. Note how 

Nelsons right leg is directly y, 
under his head to give balance ~~ f 
to his Forward slouch. : 


INSIDE TIP! q /; in 
Despite Nelsons girth, foe 
he moves With speed and 
agility, especially when 
punching out smaller Kids! 
Use strong lines of action \ 

when You draw him 
engaging in such LA 


activity! A f fF oS 


Listen up, dinguses! Simpsons character animator and 
merchandise artist Rob Oliver is going to give You the 
4-I-l on how he draws NELSON! “ 


i ——_ 

y >, 
i \ \ 
i" ' 
i. — ; 
aa mh rs # 


Whenever | can, 
\ Veep Nelsons shoulders 
and arms Forward on his 


body. | avoid brealting into \ 
the hunched line of his back. 
Hes a slouchy bully. Let's ht 
Veep him that way. y | 

| 


Nope! | 
\love sketching with a | 
pen. It forces me to | 


commit to my lines, yet it ——- —_ 
allows me te stay rough. oS ; — 
Always make sure to Veep a good 


hunch in Nelsons back. ls what 
makes him threatening! 


By treating 
each Feature as 
a 3-D shape, we 
can easily draw 

Nelson From 

any angle! 


| oo, Both ltchy and 
. iL pik Geta y | Seratchy have 
a Cd (d [> ) AT (d Ly ears. ball-shaped heads. 


lichy's Upper oe ‘ 
lie is long and / \ Seratehy’s upper lip 


triangular. i$ more oval-shaped. 


Seratehy has shark 
Fin-shaped ears. 


Htehy has round, 


overlapping eyes 
and an oval nose. 


3 Blocv in Fur 
Shapes. 


Scratchy % eves ane round 
and set apart. His nose is a 
rounded triangle. 


Seratehy has three tits 
of hair on top and three 
at the back of his head. 
Add cleavage to ) 
Scratchy $ upper lip. | 


Itchy has three tu-tts 
of Fur on his forehead 
and one at the back of 

his head. , 


= y Tilo sted A la 


TwWe Fangs eee scot} 


5. \\,,/\ Beth have oval 
| Fur patches on 


Hehy has a short 


upper bedy and 
long legs. 


head and belly balls are roughly %. Don* Forget the ‘ails! , R Feet ore ay 


the same size on both \tchy With three tees each. 
and Seratchy. 


The Malevolent Mayhem ot ltchy and Scratchy 


| < FUN FACT! 
Hehy and Seratchys white gloves are based on those of 
many classic cartoon characters of the 1930s and Ios! 


hous head is 

a ball sitting | 
on a long 

conical neck. 


Ear sits Sas don 
high, even sf : 


— upper lie 


Apu has a 
’ om | — receding 
| J hairline 
| With a high 
, pompadour. 
Hair part con “TH Cs ) 
be established 
with a 4S-dearee | | 
angle From | 
the center of ss 
” we oe forget 
the pencil 


mustache! 


‘ L. J 
TS _ 
aa ra 
— 
=." 
2 > 
: ral 
; t 
re 


Main Shapes of 
head are a ball 


and an oval. Fe a | , | ‘ 
—— i t 
Hat Visor comes in Front 


oF eyes and sticks out 
even With upper lip. 


extends in Front of neck. Large, eiglite 
nostrils 


Belt 2lements 
remain constant. 


Pants have stripes. 


The Many Moods 
of Chief Wiggum 


INSIDE TIP! 
Oecosionally, Chie Wiggum removes 
his police hat. This is What his hair 

leeks like underneath! 


Listen up, scot Flaws! Simpsons animation director KE % | > 
and sequence director on The Simpsons Movie | ie ERSO 
will now bring | : | f | 


law and order to ~ 
your drawings of f 


ChieF Claney Wiggum is 
one of my favorite Simpsons 
characters +o draw. His design 
iS Very simple but lends itself 
to a Variety of emotions and 

comedic poses. 


The first time | saw 
FP liggurs, | thought he 
7 loolted liKe a big donut. In 
Fact, graphically, all his 
basic structural shapes 
seem to take their cues 
From cole and pubty 


glazed donuts, y= d— 


The irony of a cop made of donuts makes me laugh and the idea has stuck, 
so that whenever | draw Wiggum, the First thing | think of is donuts. 
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Since Patty and Selma are twins, their basic head 
shapes are the same: a ball sitting on a cone. 


Eyes ore | 
* Nose is like 
overlapping } | 
Long, slender exjals. nS i only o 
ere lip bit longer. 


Patty's hair is one oval mass Add scallops like Marge’s hair, 
that Fits like a helmet. necklace, and earrings. 


Selmas hair is shaced Again, add the Bouvier 
like a trapezoid with a Family curls to the hair, 
part in the center. necKlace, and earrings. 


Shaped . 
' body | Necklace is Wea £ ¥ 
| ’ Oe Arms are wide, donut, wrapping ff 
E J tapering around nec. ff 
: if\ cylinders. 
A . y bress is 
Wide aynd 
bell-shaped. 
Patty and Selma are | — — 
five head balls high. oe oe Hem of dress Falls halfway Selmas dress is sleeveless and 
Wwe al between Knees and antles. has a Stripe around the bottom. 
prado 
to thick. anitles. 


INSIDE TIP! 


The Many Moods of Patty and Selma 


Patty and Selma have slightly different tastes in 
jewelry, another way to tell them apart! Patty has 
long triangular earrings. Selma has big round ones 

thot hang below her ear From invisible hooks. 


Pattys nectlace is a series of small balls 
connected by a visible string that runs through them. 
Selmas necKlace is a series of oval shapes that 
attach to each other. 


Now ‘that Youve learned to draw the 
Simpson Family and some of their Fellow Springfieldians, 
you'll want to be able to depict them interacting with each other. 
At +his point You may be asking, ‘How tall is Milhouse compared 
to Bart? \s Kang shorter than Homer?’ Here is a handy 


S\ZE-RELATIONSHIP CHART 


to help you answer these questions for yourself! 
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COSTUME CHANGES 


Although the Simpsons characters 
usually Wear the same clothes, they 
occasionally change into other duds 
as the situation dictates. tere are 
several typical costume changes 
for Various characters. 


WINTER WEAR 
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an 
Let's tall about Sidi They may not be quite ag important — gd 


ag the characters, and You may never see a Tshirt Featuring Marge$ 
corncob curtains, but lets face it, without backgrounds the 
characters Would Flounder in an empty void. 


, observational details are Vey elements of every Simpsons 
background drawing. In these Kitchen views, notice that even though 
the lines are simplified to Work well with the style of the characters, 
they still give the impression of being real spaces. The perspectives arent 
skewed, and the elements aren+ drawn in a “cartoony” way. 
\+s all based on real objects and real architecture. 
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& te 
. corner reminds you that Bart needs to take a time-out every | 


ence in a while. The crack in the wall is evidence that tomer 
Spends more time Watching TV than doing home repairs. 


These things may seem insignificant, but they hele 
create the illusion that the Simesons are real characters 
existing in a real universe. 
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Notice the light perspective lines in these 
Views of the TV room, all going to single vanishing points 
in the center of the drawings. This is Known aS “one-point 
perspective. As the Viewer, this perspective places us in 
the center of the room at about eve level with the 
Vanishing point. The angle at which we see all oF +he 
elements in the room is based on that 
one-point perspective. 


For example, if We were able to see 
the top of Homer's stereo, even though We can't 
see the top of the shelf it’s sitting on, the stereo would be 
out of perspective or not in correct relationship with the 
Vanishing point. Note that We CAN see the tops of the 
SS 
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Can you tell what perspective wos used to create this drawing? You said “one-point, 
reyard Yourself with a tall, cool DUFF (or a pickled egg if youre underagel). 


The Vanishing point is just to the left of the door. Notice how the lines of the Floor, 
ceiling, pool table, bar, etc, all go to that point. Now check out the TV. You can tell that its hanging 
off the wall at an odd angle because the lines dont relate at all to the vanishing point. 


the pencil shading here Further helps to illustrate that the elements in this drawing are based on 
observing real objects. Eerything in the room has convincing form, shape, Weight, and detail. 
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aa ae 
SS Speaking of detail, this sketch tales 
the cate! Simpsons background designer 
Lance Wilder has obviously been to a comic book 
Store or two in his day. The observational details 
are $0 convincing You can almost smell the 
moldy paper and greasy onion rings. 


The dotted lines indicate placement of 
elements lie a comic book rack (in the center of 
the Floor) and other display Fixtures that hove 


: ; been removed to allow us a better View. 
| . ee ee | 


ee = 


. in 
These Views of Apus retail establishment are drawn in a 
“tyo-point perspective. In the case of the first View, We the 
VieWers are at a Vantage point looking down on the room. Ne can tell 
that our eye line is above the top of the Sauishee machine becouse 
we can just barely see its top surface. Notice how the lines of 
the Floor, magazines, countertops, etc, all go to points 
on the eye line (or horizon line) outside the drawing 
on both the right and the left sides. 
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The two-point perspective allows us to see the room 
at an odd angle. Nere not in the center of the room as 
we Were in the Simpsons TV room. Now Were of F to the side 
and We can see two sides of most of the elements in the room. 
However, if we were standing directly Facing, say, the Squishee 
machine, our perspective Would change to one-point and we 


7” Heres a rare example of “three-point perspective. ~<esg ssa 
“ie re obviously looking down on the room From such a height that the “gk soe — 
‘ horizon line is well of F the page. This birds-eye View ig What also creates “iia eE WX; = 7 

the third point in what Would otherwise be tWe-point perspective. 4 — =< —= | 
L You can Follow the horizontal lines of the classroom door, the bookshelves, 4 SP ope as 
the sides of the desks, and the windows to the First vanishing point of F im 
2% the top of the page. The lines of the Fronts and backs of the desks 
LAB, go to the second vanishing point of F to the right of the page. The third 
ey Vanishing point is of F the botiom of the page. Notice how the classroom 

doer is Wider at the top than it is at the bottom? Normally the vertical 
lines of the door would be parallel te each other, but because our Vantage 

point is $o high, these lines also recede inte perspective. All the vertical 

lines in this drawing go to the third vanishing point. 
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This drawing is a tricky one. Because of the circular center ring area and bleacher placement, 
there are lots of perspectives going on here. The cameras, lights, props, and Applause signs are all at odd 
angles to each other and to the general perspective of the room. However, it's a Very organized chaos. 

The floor lines, ceiling lines, and proscenium arch are actually in a one-point perspective. Many of the 
other elements have a two-point perspective becouse they are not at right angles with the rest of 
the room. Yet, everything works together to make one believable and Fantastic drawing! 
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| Li Most of us dont Know what the inside of an actual nuclear power plant looks lite, but these Views of Homers work 
Station are pretty convincing. We dont Knew what most of these dials, Knobs, and switches do, but neither does Homer. 
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When it comes to “The Simesons, idle hands are the cartoonists playground. 
Here are a couple of pages of props to give those hands something to do. Like the backgrounds, 
the props in the Simpsons universe are Very observational. They have a Very hand-drawn, organic look, yer, 
as You can see by the shading on these preliminary sketches, their design comes From observing real objects. 
For comparison, a few of the preliminary sketches are shown With their Final animation line counterparts. 
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AMAZING ORIGIN ISSUE T | 


_ (REPRE) 


All the individual aspects of drawing that we’ve examined 

are essential to ele iCel Tare] a scene with characters interacting in a setting. 
Whether your fefele] is creating fof a] eratinirelicye! cartoon, a comic |exeye) 4 

CMe laMi Ui e like Pmerols\-1 mel ml (olla ZelUMareh{- Mom olalare Mell MLal— 

elements together. So why wait? Let’s do it now! 


The opposite page with overlays illustrates the evolution 

of a scene from its rough, block-shape layout stage, to a rough pencil sketch, 
followed by a tight pencil drawing, and ending with the final ink line 
illustration in full color! Study them well and use them as a 

guide to build your own cartoon masterpieces! 


From basic lines and circles to vivid character illustrations, | eee 
The Simpsons Handbook is a tribute to the time-honored tradition of 
~ hand- drawn animation. This lavishly detailed artist’s manual unveils the complex 
secrets behind the deceptively simple and universally loved “Simpsons” characters. 
_ With creative insights, artists’ sketches, helpful insider hints, and step-by-step instructions, 
enter the imagination of master doodler Matt Groening, creator of “The Simpsons,” 
and receive some professional “how-to” advice from many of the animators and 
directors who have made the show the comedic standard, as well as the longest 
running animated show and situation comedy in television history. 
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